$5000 REWARD! 


Mr. Ing wants you to Go the 
right way! 


The Ing Chang-ki Wei-Ch’i Educational Foundation will 
reward $5000 to anyone who can come up with a ko 
situation that results in a game with no outcome and 
cannot be resolved by Ing’s GOE Rules. 


(For details of this reward, please write to Yutopian 
Enterprises) 


See for yourself why Ing’s GOE Rules comprise the most 
complete set of Go rules ever formulated. 


Discover the deficiencies of the Japanese rules. 


Through this special offer you can also get a set of Profes- 
sional quality stones at half the price of glass stones! 


(The same kind of stones used by professional players at 
the Ing Cup International Go Tournament) 


For $39.99 (+$8 shipping & handling) you get a set of Ing’s 
stones and a copy of Ing’s Rules (translated by James 
Davies.) 
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GOIS.. . anancient board game which takes simple elements — line and circle, 
black and white, stone and wood — combines them with simple rules and generates 
subtleties which have enthralled players for millennia. Go’s appeal resides not only in 
its oriental elegance, but also in practical and stimulating features in the design of the 
game. 

Go's few rules can be demonstrated quickly and grasped easily. It is enjoyably played 
over a wide range of skills. Each level of play has its charms, rewards and discoveries. A 
unique and reliable handicapping system leads to equal contests between players of 
widely disparate strengths. Go is uniquely flexible and rewards patience and balance 
over aggression and greed. An early mistake can be made up, used to advantage or 
reversed as the game proceeds. There is no simple procedure to turn a clear lead into a 

victory. Go thinking seems to be more lateral than linear, less dependent on logical 
deduction, and more reliant on a “feel” for the game, a “sense” of form, a gestalt percep- 
tion of significant patterns. 

Beyond being merely a game, go can take on other meanings to enthusiasts: an anal- 
ogy with life, an intense meditation, a mirror of one’s personality, an exercise in abstract 
reasoning, or, when played well, a beautiful art in which black and white dance across 
the board in delicate balance. But most important for all who play, go is challenging and 
fun. 


THE AMERICAN GO JOURNAL (ISSN 0148-0243) is a publication of The American 
Go Association and offers instruction, commentary, news and articles of general inter- 
est about the game of go. AGA membership and AGJ subscription is $25/year. 
Copyright 1993 by The American Go Association. All rights reserved. Reproduction in 
whole or in part is prohibited. Back issues are $25/volume. Write: AGA, Box 397, Old 
Chelsea Station, New York, NY 10113. 
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(— The American Go Association is the national organization of US go players, 
cooperating with similar national organizations around the world. We: 


¢ publish The American Go Journal and Newsletter 

© maintain a computerized numerical rating system 

e sanction and promote AGA-rated tournaments 

* organize the US Go Congress and Championships 
° distribute an annual club list and membership list 

e schedule and organize tours of professional players 
e work to develop a strong national network of clubs 
* promote go and enhance public awareness 


* develop projects to strengthen the US go-playing community 


The AGA is working to let more people know about this wonderful game and to 
develop your strength and that of your opponents. Join today! 
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GO NEWS 


ONLINE GO FORUM AT DELPHI 


DELPHI, an international online service, has launched a new service in 
conjunction with the AGA. The Go Players’ Forum includes a bulletin 
board, a “Modem Game Room” where you can play against computer 
programs or opponents from around the country, a gateway to the Internet 
Go Server (see last issue), plus all of DELPHI’s regular services—full 
Internet access, electronic mail, real-time conferencing, news wires, stock 
quotes, software downloading, travel services, etc. 

To join, set your modem to 8 data bits, 1 stop bit, no parity and full 
duplex (local echo off). Dial 1-800-695-4002 by modem and enter 
AGAFORUM at the prompt. Follow the prompts and you will be 
registered for a trial membership, with five hours of free connect time and 
no obligation. 

To continue your membership, you can choose between two plans. The 
10/4 Plan is $10/month including the first four hours of use, with a $4/hr 
charge thereafter. The 20/20 Advantage Plan is $20/month with the first 
20 hours free, and $1.80/hr thereafter; this plan also requires a one-time 
entry fee of $19. Access to the Internet and the IGS is $3/month additional. 
Complete details are provided online. 

Go gaming by computer, especially on the Internet Go Server, is becom- 
ing a very big deal. As many as 100 players log on at a time, and at least 20 
or 30 seem to be present at just about any hour of the day or night. The IGS 
was even mentioned in a recent New York Times Magazine article entitled, 
“The Future Is Here —And It’s Ringing.” And ten pages of coverage of the 
IGS in this issue begin on. page 6. 

Regional VP Selection Completed 

Terms of office for the AGA three regional Vice Presidents expire at the 
end of the year. Nominations closed September 15 with one nominee per 
region. On the West Coast, Ernest Brown will be replaced by Gary Choi of 
Los Angeles. The Central Region’s perennial VP Roger White will step 
down in favor of Clay Smith of Texas. And Chen-dao Lin of New York will 
serve a fourth term. 

Congratulations, guys—and thanks! 

Regional Pair Go Tournaments to Be Set 

The sponsors of the International Pair Go Championship, held each year 
in Japan, have generously provided the AGA with a grant to promote pair 
go in the US. Asa result, three pair go tournaments—one in each region— 
will be conducted during the next year. 
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Pair go is similar to team go, except that each team must include one 
man and one woman. Hiroko Taki , the event’s sponsor, believes that “Pair 
go adds an enjoyable social element to the game. The team can include a 
husband and wife, brother and sister, father and daughter, mother and son, 
friends, or strangers; but they will enjoy the experience as partners, not only 
as opponents. I also hope pair go will encourage more women to play.” 

Sites have not yet been selected. If your club would like to apply for 
part of this grant, contact Don Wiener, 9 Summit Ave #8A, Brookline, MA 
02146, or call him at (617) 734-6316. 


Nihon Ki-in America Founded 


The Nihon Ki-in (Japan Go Association), in a step which promises to 
energize Go education in the U.S., has incorporated a Nihon Ki-in America. 
Headquartered in the The New York Go Institute, its missions are to 
promote cultural exchange and Go education. So far, its two branches are 
the New York Go Institute and the Seattle house managed by Sen Suzuki. 
It is interested in funding educational programs around the U.S. If anyone 
has such a proposal for NKA, write to them at 145 East 49th Street #4D, 
New York, NY 10017-1210. 

Russian Publisher Likes Intellectual Games 

The Russian publisher “Khorda” has notified us of a new quarterly 
publication, Intellectual Games ($12/yr). The 96 page magazine will cover 
chess, bridge, Go, Othello, language games and others. The publishers also 
mention that Go players may order a set of “best games” from Russian 
tournaments free when ordering Intellectual Games. 

Payment may be made to Account #890-00555-014, Head Office Branch, 
Bank of New York, One Wall Street, New York, NY 10015 (SWIFT: IRVT 
US 3N). 


Montana Go Club Grows 


George Ochenski, President of the Montana Go Club, writes that “the 
Montana Go Club continues to grow as Go advocates venture forth into the 
wilderness.” He mentions that Helena, Montana’s capital, has a sister city 
arrangement with Kumamoto, Japan, and that the club recently threw a 
“combined legislative cocktail party and Go exhibition” with the 
Kumamoto public relations office in Helena, with outstanding results: “We 
ate dried squid, drank huge bottles of sake and played Go for hours.” 

Ochenski thanks the AGA for its help getting their club on its feet, and 
issues an invitation: “Come on out to Montana sometime. We'll fish the 
best trout waters in the nation and play a little streamside Go in the sun!” 

The Montana Go Club address is 4 Harrison Ave., Helena, MT 59601. 


Venezuelan Invitation 


The Venezuelan Go Association is the latest member of the International 
Go Federation. Maria Dolores Puerta, president of the Association, writes 
the AGA to invite Go players visiting Caracas to drop in any Saturday 
between 3:00 and 6:00 PM to join them for a few games. On the second 
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Saturday of each month they meet at the Japanese Association of 
Venezuela, Coliseo a Salvador de Leon, Edificio La Galeria—Torre Oeste, 
Piso 12, Oficina D. Other Saturdays: Calle Gualicamacuto, El Marques, 
Edificio Brilliante, Apt. 401. 

The VGA can be reached by phone, mail or FAX c/o Ms. Puerta at: 3a 
Avenida Los Palos Grandes/1ra Transversal, Edificio Cayaurima, Apt. 145, 
Caracas 1062 Venezuela; phone (58-2) 283-7396; FAX (58-2) 283-7894. 


Go In Space 


Dr. Edward Lasker, an early promoter of Go in the US, thought that Go 
is based on universally evident principles. He once said, “Tf there are aliens, 
they must know Go.” 

Even if they don’t, Go may soon become more than a mere earthly 
pastime. We have heard an unconfirmed report that AGA member Dan 
Barry (1K) was recently accepted as an astronaut in NASA’s space program. 
He wants to be play the first game of Go in space. 


T&E Moves To AGN 


The AGA Tournament and Event Calendar will no longer appear on 
page 5 of this magazine. It can be found in each issue of the American Go 
Newsletter, which is now appearing at regular intervals—eliminating the 
need to duplicate it here. 

Public Service Ad Features Go 

A 30-second PSA to alert the Asian-American community about AIDS 
features an animated game of go. The video won a 1990 competition for an 
AIDS education and awareness campaign. “Go”, the ad’s announcer 
declares, “is a game.” Meanwhile animated pieces appear. Cut to a virus: 
“AIDS is not a game.” 

New York artists Garson Yu and Bing Lee created the video. Yu recently 
told New York Newsday: “Bing and I both play Go and we were sitting 
around ina Soho cafe when we thought, “Why not use Go as an analogy?” 
Bing added, “It’s a metaphor, that a whole social group can disappear.” 

Heather Plays Go 

We note that the recent brat-pack movie Heathers shows us a hip and 
happening Winona Ryder, alienated from her superficial classmates but not 
from us—since she keeps a Go board in a corner of her dorm room with a 
position set up! 

A Chip Off The Old Ban 


And in other Hollywood news, a mini-series entitled Wild Palms fea- 
tured our favorite game in a central role last spring. The plot revolved 
around a computer, chip that supposedly had such advanced artificial 
intelligence that it was capable of playing “perfect” Go. (Riiiiight!) 
Naturally, the bad guys tried to get it but failed. The critics saw it as a 
lukewarm Twin Peaks wannabe, but we’re happy!eo 
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HOW TO PLAY GO ON THE INTERNET 


by Mindy McAdams 


An amazing thing is happening out in the sometimes mysterious world 
of “online communications”: dozens of people are playing Go at all hours 
of the day and night. It’s like being able to get a game whenever you have 
a little spare time, without even leaving your home. It takes some effort to 
get there the first time, but that’s what this article will help you with. 

The first part of this article is about getting an “Internet account.” The 
second and third parts tell how to get software that will help you use the 
Internet Go Server, also called the IGS, or just “the server.” The last part is 
about how to get onto the server. 

To start with, you must have a PC-compatible computer, a Macintosh, 
or some other computer. You must also have a modem, which is a device 
that lets the computer use the phone lines to communicate with other 
computers. A 2400-baud modem (or faster) is fine. The modem needs 
telecommunications software to run, such as the Terminal Emulator in 
Windows. 

The Internet is a huge collection of many compttter networks all over 
the world that are linked to each other in various ways. It is not a service 
like Compuserve or Prodigy. Mostly it is vast collections of stored data that 
are available to anyone who can figure out how to look at them. 

The IGS is a software program that is running ona piece of the Internet. 
On the IGS, people play Go with each other and watch other people’s 
games. You cannot get to the IGS without using the Internet. 


How to Get on the Internet 


To use the Internet, you must have an “Internet account,” which may 
or may not cost you money. Most college students and people who teach 
at a college can get a free account just by asking the right person (often 
someone in the computer science department, even if you have nothing to 
do with that department), as can most people who work for a technology 
company and use a computer in their job. 

The key to reaching the IGS is an Internet command called “telnet.” You 
need to have “telnet capability” as part of your Internet connection. Not 
every Internet account provides telnet, so ask for it by name. If the person 
giving you an account thinks that all you need is electronic mail, he or she 
may not give you telnet. Some systems don’t have telnet at all, so it won’t 
do you any good to get an account on one of those systems. 

If you cannot get an Internet account at school or at work, there are 
systems called “public access providers,” open to anyone, which usually 
make users pay an annual or monthly fee for an account. Often there is also 
an hourly charge. There may be time-of-day restrictions that make the 
system useless to you; some systems may allow you to use them only from 
8 p.m. to 8 a.m. EST, for example. 
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Important IGS Commands 


This is not a complete list; it is an attempt to provide the key 
commands used on the server without confusing people with less 
frequently used commands. The commands should be typed as they 
appear on the left, except that anything bracketed like <this> indicates 
a variable; do not type the brackets. 


help commands 
Gives a list of all server commands 


help <command> 
Gives a description of how <command> works: for ex- 
ample, help match will explain the command 
match 


shout help, i’m new 
This sends a message help, i‘mnew to everyone on 
the server; anything typed after shout will work the 
same way (but keep it to one line, not longer) 


tell <name> <message> 
Sends a message only to the person you name; 
<name> must be the name he or she uses on the serv- 
er; for example, tell mmcadams want a game? 


say <message> 
Sends a message to your opponent when you are 
playing a game; doesn’t work unless you are playing 


who Lists everyone who is on the server at the moment, 
including what games they are watching or playing 


who 4k-1d Lists everyone who is on the server at the moment 
who is ranked from 4 kyu to 1 dan (choose any range) 


games Lists all games currently being played, with players’ 
names, ranks, and game number (see ob 23 below) 


match <name> b 19 15 10 
Offers a game to the person you name, with you 
taking black (b; or use w for white) on a 19x19 board, 
15 minutes for each player and 10-minute overtime 
periods (25 stones is the norm); you can change the 
board size or either time limit; all games have a clock 
running 

* To accept a mat ch request from mmcadams, type: match mmcadams 


* To turn downamatch request, from mmcadams, type: decline (you 
may want to negotiate after you decline, using the te11 command; for 
example, tell mmcadams 15 too fast, how about 20?) 
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Some of these systems do not have telnet, so be sure to ask. 

You should find a public access provider that has a local phone number 
for you, or else you will be paying long distance phone charges on top of 
all other fees. (Imagine all those hours of Go being billed by AT&T.) This 
is easy for people in or near urban areas, where providers such as Delphi 
and Holonet offer a local number to everyone. In very rural areas, you may 
not be able to find a provider with a local phone number. 

Be aware that even with a local number, your phone call may be free 
only during a given time period. Before 6 p.m. on weekdays on Delphi, for 
example, the phone connection alone can cost $9 an hour, but after 6 p.m. 
the phone call is free (other charges still apply). 

Once you are “on the Internet” via a local phone call, the telnet 
command connects you to computers all over the world with no additional 
phone charges at all. 

AGA members can try the Delphi system for five hours free of charge. 
Dial 1-800-695-4002 with your modem (it will not work without a modem); 
when you see Please enter your password, type agaforum and press 
the Enter key. Delphi provides an Internet connection for an additional $3 
amonth. There are various fee options; one is $20 a month with 20 hours 
free and $1.80 for each additional hour, plus a one-time $19 sign-up charge. 
Delphi's regular (voice) numbers are 1-800-695-4005 and 617-491-3393. 

Another access provider, Holonet, may be less expensive for many 
users. Call 1-800-638-4656 or 510-704-1058 with your modem, or for voice, 
510-704-0160. If you already have electronic mail, you can find a local 
Holonet phone number for a free demonstration by sending a message to: 
access@holonet.mailer.net 

To find other (possibly less expensive, or even free) public access 
providers, ask your local PC or Macintosh users group. Find the users 
group by asking about it at a local software or computer store; one of the 
sales clerks is probably a member. More technical people might look for a 
Unix users group; some of these groups provide a free Internet account to 
members. 

Another way to locate a public access provider with a local phone 
number is to post an electronic message on a local online bulletin board 
system (BBS) or ona national system such as Compuserve, or have a friend 
do it for you. On Compuserve, for example, enter the Telecommunications 
Forum (go telecom) and post a message in the “Internetworking” topic. 
Make the subject line say something like “Access in 717 area code?” or “Free 
access in Chicago?” Someone will probably give you a phone number. 


How to Get “Client Software” (The Easy Way) 


Once you have an Internet account with “telnet capability,” you can go 
to the Internet Go Server right away. But if you want to play Go ona 
regular-looking board, similar to Nemesis, Many Faces of Go, or Smart Go, 
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handicap 5 After a match has been accepted, if you are playing 
black and you type this, five handicap stones will ap- 
pear on the board on the appropriate points 

ayt During a game, if your opponent is taking a long 
time to move and you are afraid you have been dis- 
connected from the server, when you type ayt (for 
“Are you there?”), the server will answer yes if you 
are still connected; this way you don’t bug your op- 
ponent. You can type ayt at any time. 


If you are waiting for your opponent to move and he 
says it’s your move, type moves to catch up, Oc- 
casionally you will fail to receive a move, and this 
usually fixes it 


There must be three passes before the server allows 
you to remove the dead stones (click on each dead 
group and the stones will disappear) 


After the dead stones are all gone, each player types 
done once; then the server will tell you who 
“resigned” (lost) the game 


resign If your game is a lost cause, this word works the 
same way it does in the real world 


undo If your opponent sends you the message typo, he 
means he didn’t mean to move where he did; only 
you can take his last move off the board, by typing 
undo 


Lets you watch (observe) game 23; after looking at. 
the list of games being played, choose any one.you 
want to watch; the game number is on the far left of 
the “games” list; the number on the far right tells you 
how many people are watching that game (more 
than 10 observers tips you off to a good game) 


kibitz <message> 
When you are observing a game, this sends a mes- 
sage to everyone else who is watching that game; the 
players can’t see it; for example, kibitz w should 
goat k5 instead 


* NOTE that kibitzes go into the game record, which the players and 
others will read later, so be polite! 


unob Removes the game you were observing from your 
screen 


quit Disconnects you from the server 
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you need special software to run on your computer. This is called a “client 
software program,” or just a “client.” 

The client controls your modem, dials the phone, draws a Go board on 
your screen, sends your moves to your opponent and puts your opponent’s 
moves on the board on your screen. Most clients let you use a mouse to 
place your stone on the board. Currently, you cannot use any of the 
well-known Go-playing software to play on the server. You must use a 
special client that “speaks the language” of the IGS. 

There is a separate client for almost every computer there is: Mac, PC 
compatibles, Amiga, Atari ST, Unix, X11, NeXT, Sun, VT220, and others. 
Most clients are “shareware”—that is, they are software programs that are 
available for you to get with your modem and use right away; if you like 
the client, you should send the requested registration fee to the clever and 
generous person who wrote it. 

The easiest way to get a client is to have someone give you a disk with 
the client software on it. Many PC-compatible owners are using a client 
called PCIGC, from a file called pcigc47z.exe or pcigc47.zip. This software 
has some bugs. Another PC program, TGIGC, is in tgigc17.zip; itis bug-free 
but still a little hard to use at first. Its creator has agreed to mail it out ona 
disk if you send him $5 (for disk and mailing; there is still a $20 registration 
fee if you keep using it). Tell him whether you need a 3.5-inch or 5.25-inch 
disk. Write to: 


Stephen E. Richard 
1408S 400 E #4 
Salt Lake City, UT 84115 
The client most Mac owners use is Go Servant, in a file called 
gs1.15.sit.hqx. Its creator has also agreed to mail it out for a $5 distribution 
fee. Go Servant is “freeware,” meaning there is no other fee. Write to: 


Dr. John A. Bate 

Department of Computer Science 
University of Manitoba 

Winnipeg, Manitoba, CANADA R3T 2N2 

People who use Delphi can download a client directly from the Go 
Players’ Forum there; type GO CUST 44 from any menu. 

PC users, please note that any file with the extension .zip is compressed, 
and you must use pkunzip.exe to decompress it into usable form. The file 
pkz204.exe, which you can download from almost any BBS, contains 
pkunzip.exe. F 

Mac users, please note that files with the extension .hqx must be con- 
verted using BinHex. Files with the extension .sit must be uncompressed 
using Stuffit or Unstuffit. Convert before you decompress. 


How to Get “Client Software” (The Hard Way) 


To use your modem to get a client software program via the Internet 
requires some technical expertise. You must use a command called ftp 
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Less Common Commands 
(use “help” for more information) 


toggle Sets a lot of options to either “on” or “off”; the op- 
tions are automail, bell, open, looking, quiet, verbose, 
client, kibitz, shout, and rank; for example, toggle 
quiet on will make the server quit sending you all 
those annoying messages about who logged in or out 


Sets “defaults” for the mat ch command; you can set 
time, size, overtime, and stones; for example, defs 
stones 30 sets the standard number of overtime 
stones to 30 

stats Shows information about you 

stats <name>Shows information (including rank) about the person 
named 

rank 2k Sets your rank at 2 kyu (or whatever you type in); 
note that “rank” and “rating” are different, in that 
the server will determine your rating after you have 
played 20 games 


addtime 5 Puts five more minutes on your opponent's clock 
during a game 


adjourn Suspends and saves the game you are playing (do 
this if you get a message that the server is going 
down, for example) 


load pstraus-mmcadams 
Loads the adjourned game that pst raus (white) and 
mmcadams (black) were playing, but only if both 
players are on the server right now 


stored Lists all your stored (adjourned) games 


notify <name> 
Lets you know if the person named signs on to the 
IGS 


help aga Gives basic information about the AGA: tell your IGS 
friends! 


address <your e-mail address> 
Records your e-mail address so that you can mail 
yourself game records 

Remove My Account 
Deletes all your server records; wipes out your exist- 
ence (note uppercase letters; type exactly as shown) 
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that your access provider’s system may or may not allow you to use. You 
must also use your telecommunications software to retrieve your client 
from the access provider’s system. 

This section will walk you through the ftp part. For more information 
about ftp and the Internet, an excellent book is The Whole Internet: User's 
Guide & Catalog, by Ed Krol, from O'Reilly & Associates, Inc., Sebastopol, 
Calif. (1-800-998-9938). There are other books, but Krol’s is very clear and 
complete. 

The ftp command will copy the client software to the machine that 
actually connects you to the Internet, not your home computer. You must 
then use your own telecom software to “download” the client from the 
Internet machine. (Windows users, for example, can look it up in the 
manual under “terminal”: find “transferring binary files.”) 

The first step is to log on to your Internet access provider’s system and 
go through whatever is necessary to reach the point where you can enter a 
command. Now type: 


ftp bsdserver.ucsf.edu 


When the system asks for your name, type anonymous. Next, the 
system will ask for your password. Type your full e-mail address as an ftp 
password. For example, Phil Straus would use pst raus@holonet .net, 
and I would use mmcadams@well.sf.ca.us. 

This site is chock-full of Go information. You can (but you don’t have 
to) get a list of all the Go files there by turning on the “disk capture” feature 
of your telecom software and then typing: 

get Go/README - 

Note that the slash is a regular slash, not a DOS-style backslash. Type 
the line exactly as it appears here: uppercase G, lowercase 0. README 


must be typed in all uppercase letters, followed by a single space and then 
a hyphen. This will copy to your screen and your home computer’s disk 


Ranks and the Stats Box 


If you type “toggle rank on”, you allow the IGS to calculate an IGS rating 
for you based on your IGS games. Your actual IGS rating won’t appear until 
you have played 20 games. 


When you look at another player’s stats (via the “stats” command), if the 
rank on the top line has * after it, it is the calculated IGS rank. Players 


without the * are self-ranked (via the “rank” command). The IGS ratings 
tend to be about two stones weaker than AGA ratings. 


Another useful feature of the stats box is the info line. You can write any 
information you want here, using the "info” command. Many AGA members 
have put that in their info line; for example, type: “info” AGA member for 
seven years! 
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USER BEWARE 


Anarchy Reigns on the IGS 


One important characteristic of the IGS is anonymity. Players need 
not identify themselves; even the sysop is anonymous. As a result, players 
can behave any way they want. Some observers “shout” insulting com- 
ments at games they are observing; some players hang up rather than 
continue a lost game. Zhu-jiu (Jujo) Jiang, the famous 9-dan Chinese pro 
now living in San Francisco, recently received the following “kibitz” while 


playing on the IGS: "If you’re Jujo, I’m the Honinbo." 


Some participants seem to find the freewheeling atmosphere invigorat- 
ing, while others are more put off by it, and a few find IGS so offensive that 
they won’t use it at all. In fact, concerns have been raised that in 
publishing this article we may seem to endorse the IGS. The AGA does not 
endorse any product or service. But the Internet is the biggest thing to 
happen to Go in many years, and we think you deserve to know about it. 
In fact, we are obliged to let you know about it; that’s what your member- 
ship dollars are for, to keep you informed. Whether you use IGS or not is 
up to you—not us.—kd. 


(via disk capture) a description of all the directories and files in the “Go” 
directory at this “ftp site.” You will see the text scrolling past on your screen 
as it is copied to you. (Text can be copied directly to your home machine 
this way, but program files cannot.) 

People who use a computer that is not a Mac or PC-compatible must 
read the README file to see what client software is available for their 
machine. The client files are all listed in the Go/prog directory. The text 
file called FAQ is also informative; you can get it the same way as the 
README file. : 

To download the client software in the filet gigc17 . zip (use thename 
of whichever file you need), type these lines separately as the system 


prompts appear: 

cd Go/prog 

binary 

get tgigcl17.zip 

Afterward you should see the words Transfer complete and some 
information about file size and transmission time. That's it! The file is now 
stored in your “user directory” on the machine that connects your home 
computer to the Internet. 

To leave the “ftp site,” type quit. 

To check that the file arrived safely, look in your “user directory” on the 
Internet system. To find out the name of your directory, type pwd. The 
response will be some combination of the letter “u,” one or more slashes, 
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THE IMAGINATION NETWORK 
An Easy, Civilized Alternative 


For those who find the Internet too difficult to negotiate, or are put off 
by the rough-and-tumble of the IGS, or for whom IGS is not enough (?!), 
another good choice is the Go Forum at the Imagination Network (formerly 
Sierra Network). A more stringent registration process and a mechanism 
for responding to complaints ensure that you know whom you are playing 
and that standards of conduct are maintained. Members are all within the 
US. There are a lot of middle kyu and weaker players. 


The atmosphere, as well as the interface, is more friendly than IGS; 


some kyu players report they have an easier time getting a game. When 
you sign on, you will be asked to create an electronic “sketch” of yourself, 
which then appears on your opponent’s screen during games. 


Anton Dovydaitis of Ishi Press International deserves a lot of credit for 
inspiring the establishment of this service. He contacted Sierra when they 
were planning this network, and enouraged them and worked with them to 


make sure Go would be available. Thanks, Anton! 


No wrestling with clients, ftp, Unix, or any of that here! To sign on, 
just call 1-800-SIERRA-1. It’s a voice connection with a sales agent who 
will send you disks you can use to sign on for a free three hour trial. 


and your username. Mine is /uh2/49/mmcadams; on another system it 
might be /u/mmcadams. To see whether the file you got with ftp is there, 
type 1s. (That’sa lowercase “L”.) If youseetgigc17 . zip, thenitis safely 
in your directory. 

The method for getting the file out of that directory and onto your home 
computer will vary, depending on the system you use to connect to the 
Internet. Unfortunately, there isn’t one way that will work on every 
system. Your Internet access provider’s “system administrator” should be 
able to tell you how to do it. You must find out how to “initiate a binary 
file transfer” on the system. 

Please note that to play Go at bsdserver.ucsf .edu you must use the 
telnet command (see below), but to get files you must use ftp. The two 
are not interchangeable. 

You should not use the “ftp site” at ftp.u.washington.edu 
anymore. Files there will not be updated, and soon it will be closed. 


How to Get on the Go Server 


Assuming that you have your client software on your computer already, 
you can now get on the IGS. You must start by running the client software 
to turn on your modem and dial up your Internet connection. (Do not use 
your regular telecom software!) Then use the telnet command to go to 
the server. Type one of these three options: 
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telnet hellspark.wharton.upenn.edu 6969 
telnet bsdserver.ucsf.edu 6969 
telnet flamingo.pasteur.fr 6969 


Each of these “addresses” represents a separate “copy” of IGS. The first 
one is currently the most popular. Eventually, it will be shut down and 
most activity will move to the second one. The third one, which is on a 
computer in France (although English is spoken there), usually is not very 
active. You can use any of these servers. 

Note that you must type the “address” of the server exactly as you see 
it. Do not use uppercase letters; uppercase and lowercase letters are not the 
same on the Internet. The 6969 is extremely important; it is the specific 
“port number” of the IGS, and without it you cannot get into the Go server. 

Assuming that the server is running and is not filled up with players 
already, you will see some information and then the prompt Login: at 
which you must type the name you will use forever on the server. Some 
people pick an amusing nickname, such as “killer”; others use their name 
or three initials. All lower case is best. Sometimes you will see the Login 
prompt a second time. If this happens, type the same name again. 

You should now see Player does not exist. That's good; it means 
no one else has chosen that name already. (If you do not see that line, type 
a character or two, press the Enter key, and when you see Login: again, 
choose a different name.) 

When you see Password: you should type a password that you won’t 
forget. With some clients, you will see 1 1 (that is, two numeral ones) 
instead of Password: but you should still type a password. You will be 
asked to type it again; do it. 

That's it; now you're on the server! There are a number of commands 
that you need to know to get around on the IGS; see the list accompanying 
this article. The way you puta board on your screen depends on your client 
software. Read the instructions for the client. 

Questions or comments about anything discussed directly in this article 
may be sent to me at mmcadams@well.sf.ca.us. I’m not promising to 
answer them all, but they may contribute to future articles here. 

See you on the net.eo 


NOTE: Recent changes in the server software have caused 
problems with many clients. Eventually the bugs should all be 
fixed, but you should try to get the most recent version of the 


client you choose. (For example, gs1.15.sit.hqx is more 
recent than gs1.14.sit.hqx; tgigc17.zip is more recent than 
tgigc.16.zip.) 
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WHAT YOU THINK 
(Or What We Think You Think) 


by Roy Laird 
Last year, we mailed an eight-page questionnaire to about 1500 regular 
and limited members with the AGNewsletter. 123 of you took the time to fill 
it out and send it back. This survey does NOT include several dozen 
questionnaires that were filled out at the 1992 Congress. Complete data are 
available by e-mail, but here is a summary: 


The average respondent was a 43 year old male who had been playing 
go for 12 years, and whose strength was about 1 kyu. 58 had played in no 
tournaments the previous year; most of the others had played in one or two. 
38 had attended at least one US Go Congress. 44 belonged to no club. All 
but 28 respondents owned a go playing computer program. Only 41 
respondents had ever taken a lesson froma pro, but 79 of them would pay 
for such a lesson. 


Questions were asked in several categories. Four responses were pos- 
sible, from “Strongly Agree” to “Strongly Disagree”. To summarize these 
data for descriptive pruposes, responses were scored from 0 to 3, with 3 
indicating the highest level of agreement. These scores were then added 
together for each item, and the total was divided by the number of respon- 
ses to yield an average level of agreement. 


Three values are given for each question. Total is the total score 
achieved. Score is the this total divided by the number of responses. Number 
is the number of people who answered that question. The highest possible 
number is 123. If they had all agreed with a given question, its total would 
be 369; its score would be 3.0; and its number would be 123. However, none 
of the questions was answered by all 123 respondents. In fact the number 
of respondents varies as much as the level of agreement. 


A high score with a low number is somewhat less significant than a 
similar score with a higher number; it means that there was strong agree- 
ment among a relatively small number of people. For example, the AGTC 
got high marks, but from less than half of the respondents. The rest didn’t 
bother to answer; what do they think? 

Remember that this is a self-selected sample, which affects validity— 
people were not chosen at random to participate, they chose themselves by 
responding. 

We leave you to draw your own conclusions from these numbers. If 
you disagree with something—or even if you agree—write! We want to 
start a “Letters To The AGA” column. What's your opinion? 
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AGA QUESTIONNAIRE RESULTS 


Summary of question Total Score Number 
The American Go Journal 
Features: 
Masterpieces Of Handicap Go 254 2.5 102 
Cultural aspects 254 2.3 111 
Pro games and commentary 23700 2.2 107 
Problems 238 2.2 108 
Articles on ratings, rules, etc. 228 2.0 113 
More for beginners 215 2.1 104 
Go News 2132.0 106 
Coverage of Congress, Fujitsu, etc. 199 «6.2.0 99 
Games by American amateurs 195 1.9 101 
Coverage of computer go 172 1.7 104 
Parodies and humorous pieces 172 1.6 108 
International coverage 166 1.7 107 
Technical level is too high 90 9 90 
Too few technical articles 146 1.6 92 
Overall format 206 = 2.0 102 
Overall value 260 2.3 114 
The American Go Newsletter 
Rating readouts are valuable 198 18 107 
Readouts should come more often 161 16 98 
Overall value 233 2.1 111 
American Go Tournament Circuit 
AGTC is a good idea 135 2.3 58 
Ing Cup players should be chosen by rating 118 2.2 53 
Pros should be allowed to play in AGTC 116 2.0 59 
Fujitsu players should be chosen by AGTC 1092.1 53 
AGA Rules 
I understand them (as of 1/93) 134 =. 2.0 67 
I like the following features: 
“Play it out” to resolve conflicts 1372.4 58 
Area or territory counting allowed 104 2.0 52 
Super ko rule 85 2.1 40 
Pass stones 84 1.6 53 
Counting points in seki 75 1.6 46 
Requirement that White play last 79 14 55 


Overall I like them 102 1.9 54 
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Summary of question Total Score Number 


Other questions 


Cost of membership too high 112 9 118 
I want more support for: 
Beginners 197 2.4 82 
Go play by modem 155 19 80 
Computer program owners 144 1.8 82 
Postal go 119 1.5 77 
More tournaments 147 2.2 66 
Ratings are important to me 147 2.0 75 
Rating system is accurate 111 18 59 
My rating is accurate 106 1.7 60 
AGA should certify ranks 99 18 53 
Overall Performance Rating 
American Go Journal 251 2.4 105 
American Go Newsletter 230 21 108 
Go Congress 147 2.5 60 
Ratings 119 1? 67 
Membership services 105 1.6 64 
Clubs 72 15 46 
Tournaments 71 1.5 46 


Rating of Priorities 


American Go Journal 304 2.6 118 
Go Congress 269 2.7 100 
Membership growth 284 2.6 112 
Education 277 2.5 109 
Tournaments. 268 2.4 110 
American Go Newsletter 258 22 116 
Rating system 232 2.2 104 
Support for local clubs 229 ras 103 
Professional tours 185 1.8 103 
Support for resident pros 183 18 102 
Interest groups - (computer, postal etc.) 182 1.7 107 
Participation in international tournaments 170 1.7 99 


HOW TO START A GO CLUB 
Free from: AGA 


PO Box 397, Old Chelsea Station 
New York, NY 10113-0397 
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New Digital Go Clock 


CHRONOS 


with modes for tournament and club go 


*Four modes *Attractive one-inch display 
* Byo-yomi timing *Sturdy aluminum case 
*One control button * One-year warranty 


SUPERB FOR TIMED GAMES 


The CHRONOS features byo-yomi timing with optional 
byo-yomi warning beeps. You can set the main time, the 
byo-yomi period, and the number of periods for fast or slow 
games. You can Set each side with different times for hand- 
icap games. It’s easy too! 


SUMMARY OF SPECIFICATIONS FOR MODE TWO 


Main time: 0:00:00 to 9:59:59 - initially 1:30:00 
Number of byo-yomi periods: 00 to 99 - initially 05 
Time of each period: 0:00 to 9:59 - initially 0:30 
Byo-yomi style: Japanese 

Warning beep at end: Optional 

Byo-yomi warning beeps: Optional 


Price: $119.95 (CA res. add 8.25% tax) Shipping: $5.00 (UPS gnd or 
US 2-day priority mail) For Visa, MasterCard call 1-415-322-1422. 
Send check, money order, or international money order to DCI, 
P.O. Box 390741, Mountain View CA, 94039 (int'l add shipping) 


ees 
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THIS IS GO THE NATURAL WAY! 


PART 1 of a 12 part series 
by Takemiya Masaki, Honinbo 
from Kido, Jan 1982 
translated by Bob Terry 


My style of play has been associated with “moyo” (large territorial 
frameworks) for so long that the word has practically become my middle 
name, but during a game I do not consciously set out to create a moyo. 
However, since I do strive from the opening on to achieve overall balance 
throughout the board and by so doing utilize my stones with maximum 
efficiency, in many cases this results in the development of a moyo. Con- 
versely, should one ignore general trends and balance in the game and try 
to force a moyo into existence unreasonably, there is little chance for 
success. This is why one must not oppose the natural flow of play nor lose 
sight of the whole picture. 


But let’s take a look at an actual example of this kind of “natural flow of 
moves” and try to clarify the point. 


Diagram 1 is taken from a game I played as White against Hashimoto 
Utaro, 9 dan in the All Japan Number One Tournament in 1972. 


As soon as I played White 1 and 3 (22 and 24 in the actual game). Black 
showed consummate — 


timing by playing the | 
shoulder hit at 4. At C @ re | f © 
that point I chose to 6) +++) ; 
answer with the | r { 
‘V6 
| 


“fencing in” move at 
White 5. Although it 
has been many years 
since I played this 
game, I am still con- 
vinced that White 5 is 
the best move in that 


situation. 
OL aa 
One reason is be- 


| 

| 
cause if White " | | 
answers the marked e ® O A 
Black stone in r | a 
Diagram 2 at the 
shoulder with 1, Diagram 1 
Black will press up- 
ward with B2 and by cutting into White’s position with the finesse of 4, he 
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can have things all his 
own way up to 8. The ex- 
change of the marked 
stone for White 1 is a forc- 
ing move (kikashi) that 
works in Black’s favor. 


(>. 
\/ 


| ‘a 1 3) J. 


If that is the case, what 7 | 
about responding by 
pushing up against Black Diagram 2 Diagram 3 
with White 1 in Diagram 
3. Often this is effective, but 
here it is wrong. Black sprints 
lightly to 2 and the thickness 
White gains with 3 is inconse- 
quential since the Black group 
in the upper left corner is the 
only object of attack, and that 
group has at its disposal the 
moves of either a or b (miai) to 
secure life. 


O O 
' Oe 
& 


Ps 


4—| ++©@ 


Therefore, answering 
Black’s shoulder hit directly is | 
not effective here. From the e e 
reverse point of view, Black is 
afforded the opportunity to 
develop his position naturally Diagram 4 
should White answer as in 
Diagrams 2 or 3. 


a 
VY 
Cf 
\/ 


Diagram 4 shows the continuation (W26 to 34 in the game). Here I 
turned the tables on Black by initiating a fracas with that fencing-in move 
at White 1. Hashimoto answered by pushing once with Black 2 and then 
blocking at 4, showing natural fighting spirit. White strengthened his 
group above with 5 and 7 and then took the vital point with 9. Of course, 
Black has driven a wedge into the left side, but his two stones are somewhat 
heavy and as long as they are vulnerable to attack, White discerns an 
attacking advantage. 


In short, when Black made his play for the initiative with 4 in Diagram 
1, White turned the tables on him with 5 and the flow of the game shifted 
in his favor. The moral here is that responding to the beck and call of the 
opponent’s moves can only lead to an unnatural flow of moves for one’s 
own stones. 
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Diagram 5 supplements the previous one. 
Black cannot play 1 here instead of 4 in Diagram 
3 because after White 4 his marked stone turns 
out to be pointlessly played and abandoned 


without a fight. 


Game Supplement 
White: Takemiya Masaki, 6 dan (age 21) 
Black:Hashimoto Utaro, 9 dan (age 65) 
Played Aug 8, 1972 at Osaka; komi: 5 1/2 points 
Game Record 1 (35-100) 


Black 35 forces White to 
back down with 36 but 
Black would do better 
to play 37 one point to 
the right as an attach- 
ment against White’s 
stone. However, Black 
has no choice but to 
play 43 in answer to 
White 42: if he replies at 
44, White plays 59 and 
Black is stuck fora good 
continuation. The next 
bad move for Black is 
49; he should simply 
play at 51. Up to 61, 
Black is forced into a 
“dumpling-like” shape 
and then, before 
defending at 74, White 


builds more thickness in the center. This 
thickness creates the threat of a White in- 


vasion at 81 
so Black 


Oo 


Game Ree 


ord 1 (35-100) 
| 


plays 75 as a 


defensive 


measure. 


Even so, 
White 
encroaches 


on his ter- 


ritory with 


the moves 
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Diagram 6 


Diagram 7 


22 
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through 82. In this situation if Black uses 79 to hane at 1 in Diagram 6, the 
moves through White 10 put him on the spot considering that a White move 
at a threatens Black’s group above. 


White 86 to 92 represent further encroachments made possible by his 
thickness in the center. With 100, White captures Black’s stone in the upper 
right. 

Game Record 2 (101-180) 


Black 15 is his last 8 
chance for an upset. | 
He could secure life for 4a 
both of his groups with id 
Black 1 in Diagram 7 9 6332 
but the variation with 67139 a 
White 2 to 6 would 6g TV OF 2604 
leave Black in a hope- 6612 P) 
less position. 69 | 89 0 

Black resigns after (NCP) 18)28)-+ D 

White 180. 60 43°41C0) 1510) 
This game is fully an- 
notated in the collection 
of Takemiya’s games pub- 7 
lished in the “New Stars” POH 
series (Hanagata Kishi 
Meikyoku-sen, Vol.2) in 
1975, from which part of SO 


the commentary above is ‘ 
derived.ea Game Record 2 (101-180) 


JOIN THE AGA HONOR ROLL! (See p.40) 


Sustainers, Sponsors and Institutional Sponsors have made contribu- 
tions in the specified amount either to the American Go Foundation or 
directly to the AGA. AGF contributions are used to fund promotional and 
educational projects around the country, and can be earmarked for 
special purposes. Contributions to the AGA help to subsidize operating 
costs, and are very important to the AGA’s ability to undertake special 


projects. AGF donations are tax deductible; contributions to the AGA are 
not. Contributors in these categories are listed for one year (four issues). 


Life Memberships can be purchased at the present time at a cost of 
$1000, which is placed in a special reserve fund on the AGA’s books. Life 
memberships are paid to the AGA and are not tax deductible. 


To show your support, send, your donation to AGA, PO Box 397, Old 
Chelsea Station, New York, NY 10113. 
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THE TEN COMMANDMENTS OF 
HANDICAP GO 


by Bob Terry 


Several years ago I translated a commentary on the “Ten Command- 
ments of Go”, an ancient Chinese collection of go proverbs, for the AG]. 
Herewith I offer my own supplement for beginners. 


These are ironclad rules for playing against stronger opponents. 
Transgress them at your own risk! If you can calmly adhere to these 
guidelines, no matter what your strength, you will not be a beginner for 
long. 

White: Bob Terry (5 dan) 
Black: “Mike” (4 


kyu) T 

Black starts this r | | 
game with an 8-stone 
handicap, which is a 7; ‘| | eo ® | 
huge advantage. I’m [ | oe 
not sure how toassigna © 
point value to those 9) L 
handicap stones, but at [ u 
the very least, Black has 
a hundred point lead to nd L_| T 


begin with. There are 
certain basic principles L LQ 
Black must follow, | ® [ r6. | ra) 
though, to maintain the r3) 

advantage. 5 | (3) 

The First Com- | ° o ° Soe 
mandment of handicap j 
Go is that you must al- L 
ways make your Game Record 1 (1-100) 
opponent’s stones 
heavy. 

Black 2 and 4 in Figure 1 are perfect examples of this rule. With 2, Black 
threatens to hane at 3, which would create a powerful position ensuring 
profit in the corner and even better potential profit on the right side of the 
board, where Black has a handicap stone ideally situated on the middle star 
point. 

So White is forced to extend to 3. This may be described as the “lesser 
of two evils,” but that is all that this move has going for it. White’s two 
stones, 1 and 3, are heavy, as heavy as dragging around a club foot. This 
will always be a matter of concern for White, from now until the end of the 
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game. These heavy stones will continue to be heavy, there’s no avoiding 
it. All that one can dois to try to exact retribution when the opponent makes 
an attack in earnest. 

The Second Commandment is that you must always keep the 
opponent's stones separated. 

I attacked Black’s other corner with 5, leaving my heavy two stones on 
the right to their fate. I wanted to see how Black would respond to the new 
challenge. Once again Black answered with a textbook perfect response at 
6. This one point jump denies an easy connection among White’s forces 
and ensures that White has a hard row to hoe to achieve a playable game. 

Black’s one point jump to 6, while excellently played, left White free to 
initiate a double attack against the corner with 7. 

At this point I was hoping that Black would try to engage me in a 
jousting match in the corner where my superior training and reading skills 
would quickly tell to my advantage. Alas! It was not to be! Black 8 again 
conforms to the Second Commandment by 
separating White’s forces. 

Please keep this move in mind whenever @) + 
you play go. Iam surprised that more players >-@ @ 
do not spring this on me. It is an excellent 6. 
move: it develops the potential of Black’s star 
point stone while stabilizing Black’s game a 
throughout the board. Since it has so many _| 
good points going for it on its own, the fact that 4 SO 
in this case it also manages to separate White’s —L t + 
forces should be the icing on the cake. tT 

© 
& 


Itried a different tack against the upper left 
corner, but Black answered with 10, which is @ 
rather unorthodox but not a bad move. @ 


hy 

When I played White 11, an off-beat move, rs 
I was still trying to gauge Black’s response. — — 
Now Black made his first error. The best 
answer is Black 1 in diagram 1. This puts Diagram 1 
pressure on White’s invading stone and 
creates a strong possibility for Black to make substantial territory on the 
right side or, perhaps, in the lower right corner. Since White 11 is so far 
away from the upper right corner, there is little chance that an additional 
move by White there will affect Black’s game adversely. For instance, if 
White plays at 2, Black answers at 3, putting pressure on White’s invading 
stone. White is practically forced to jump out to 4, and Black can then jump 
to5. This puts pressure on White by isolating White’s two stones here from 
White 2, while at the same time developing Black’s upper right corner. 
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But Black 12 is not 
really a bad move; 
Black 14 is. When I 
played at 13, I was 
planning to connect 
underneath at 15. 
This is such an 
elementary tactic that 
I’msurprised that I get 
away with it so often. 

Of course, Black 14 
violates the Second 
Commandment by al- 
lowing White to link 
forces at 15. Look at 
how simple it would 
have been for Black to 
play 14 at 15 himself. 
This would have 
separated White’s two eee oe 
stones, making them 
convenient targets for attack. As it was, connecting underneath with White 
15, not only stabilizes White’s group, italso makes a fair amount of territory, 
at least 20 points. 

Black 14 also violates. the Third Commandment: one must always 
respond to the opponent's move. 

This is such an elementary concept that it’s almost laughable to actually 
state it in writing, but it is one that is constantly violated by beginners. The 
reason is simple: the beginner does not realize the significance of the 
stronger player's move and just guesses about where to play his own move. 
The psychology in this situation is something like the following. When 
White invaded Black’s right side with 11, Black was concerned about his 
upper right corner. Black 12 more or less dealt with that problem, so Black 
felt relieved and stopped thinking about the matter. Then White invaded 
at 13. Once again, Black was worried about his corner and played at 14 to 
reinforce that area. He also thought that he was keeping White’s stone 
separated from White’s two stones on the lower side. But this is entirely 
wrong! Black 14 puts absolutely no pressure on White 13 or White’s other 
two stones (1 and 3). In other words, Black failed to respond to his 
opponent’s move. 

Exploring the matter a little further, it becomes clear that Black was so 
concerned about his own situation that he failed to consider that White also 
had objectives in this game. White's first concern is to create stable posi- 
tions, that is, to make solid living groups of stones that will furnish a base 
for further forays against the opponent’s territory. Next White wants to 
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neutralize Black’s handicap stones. And finally, White intends to make 
some territory of his own. 

Can you see how White 11, 13 and 15 fulfill all three items on this agenda 
admirably, and with a notable economy of effort? On the other hand, Black 
14 is a pointless move, a wasted move. If we assign a value of 10 points for 
a well-played move (and if Black had played 14 at 15 it would have been 
worth more than 10 points), by allowing White to connect underneath at 
15 Black has lost the 10-point value of his own move and conceded at least 
20 points to White as well. So Black has essentially made a move and lost 
30 points. I don’t care how far ahead Black is the beginning of the game; if 
he loses that kind of ground every time he makes a move, he will never be 
able to win. 


I suppose that a corollary to the Third Commandment might be: Don’t 
make pointless moves. 

Black 16 is a completely pointless move. It does not attack White and 
it does not stabilize Black’s position. It does not make territory on the upper 
side because it is too high, being on the fifth line. Deduct another 10 points 
from Black’s score. 

Where should Black play instead? How about 1 in diagram 2? 
Presumably when Black played the marked stone in this diagram, he 
intended to attack White’s two marked stones on the lower side. Black 1 
not only accomplishes this but applies additional pressure to White's other 
isolated stone on the left part of the lower side. Again, a move like Black 1 
here is worth more than 10 points. 

White 17 exposes the pointlessness of Black’s move at 16. Just when 
Black has staked a claim on the upper side, White blithely invades there. 
Then White jumps into the center with 19 and 21. Making the solid base 
on the right side has enabled White to invade here. 

When Black played 22, I turned to 23 to see how Black would respond. 
Perhaps I could sucker him into ignoring the possibility of connecting 
underneath as I had on the right side. . . 

It worked! Black 24 is another bad move; take another 10 points off his 
score. By now every beginner reading this article should know whata good 
move White 25 is, and 
that Black cannot avoid l | 


incurring damage here. ah | ‘Ze (7 @O = 
Black 26 is a terrible |. { | [ [ awe 
move. Asa matter of fact, | r\ [ 


it is in the category of a O | [ |_| © | @ 
irle E 


losing move. After play- — 7 
ing here, Black should nd ‘s $ i -@- 
have no chance to win, no Tt [ a 

matter what happens. (A TO T 

sharp-tongued critic 
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might point out that 
the First Command- 
ment should state: 
Never play losing 
moves!) 


When White ataris 
at 27, Black plays an 
atari of his own at 28, 
forcing White to cap- 
ture at 29. This cap- 
ture of one stone is 
called a ponnuki. 
Never, never give 
your opponent a pon- 
nuki! As the Japanese 
go proverb states: “A 
ponnuki is worth 30 
points.” 

I felt that the game Game Record 3 (47-105) 
was over at this point. 
The reader may wonder 
how this could be, con- 


sidering that less than 30 ° 
@ 


(\ 
KA 
® 


moves have been played. [4 
But think: Black has al- ® 
ready lost 50 points due to ® 
slack play. Now he 
thoughtlessly gives up 
another 30 points. Can he Diagram 3 

hope to recover from such 

losses? 

White 33 to 37 are forcing moves. But Black 38 is another blunder. Of 
course, Black must preserve his corner territory by playing at 39. 

Black made this error because he violated the Fourth Commandment: 
One must not respond automatically to the opponent’s moves. This is the 
flip side to the Third Commandment. One must respond to the opponent’s 
moves, but not blindly, playing by rote. This allows your opponent to take 
control of the rhythm of the game and dictate the flow of play. 

I broke through on the upper side with 39 and then created some 
weaknesses in Black’s position with 41 and 43. Finally, I played another 
forcing move at 45. All of these moves are designed to maintain an 
initiative, induce concessions and help give one an edge against an op- 
ponent. 

When White played at 47, Black answered at 48, again violating the 
Third Commandment. Black 48 is no answer at all to White’s move. To 
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respond effectively, Black must play at 1 in diagram 3. If White plays at 2, 
Black answers at 3. If White played at 3, Black would answer at 2. In other 
words, White must choose between reinforcing either his two stones on the 
right or his other stone on the left. I planned to play at 2, and, after Black 
3, stabilize my group with a move at a. 

But Black 48 also violates the Fifth Commandment, which states that 
one must not allow the opponent to make thick moves when it can be 
avoided. This is one of the hardest things for a beginner to understand. 

A thick move is usually a slow move, that is, it does not develop one’s 
position quickly. Also, many times, a thick move is not directly concerned 
with making territory. Thus a beginner finds trouble categorizing such 
moves or recognizing opportunities for playing them. 

As one becomes more experienced, one learns to equate thick moves 
with strength, an essential component of the game. If one can face an 
opponent from a position of strength, both attack and defence are made 
easier. In this case, White 49 is the vital point. (Also, remember the go 
proverb: My opponent's key point is my own key point.) 

However, before playing at 49, I should have attached at the point to 
the right of 50 in order to avoid being shut off from the center. Black 50, 
enclosing White’s group on the upper side, is a severe move. 

In spite of this, I must state the Sixth Commandment: Do not try to fight 
with the opponent. This may seem to be a strange pronouncement. After 
all, fighting is what the game is all about, isn’t it? 

Well, no, the object of the game is to win. As you may have noticed, 
White has not tried to fight at all in this game. White has only tried to build 
solid positions, create thickness or invade Black positions. 


It would not make sense for White to challenge Black to a fight when all 
of those handicap stones give Black such an advantage. 

For Black’s part, he is playing against a much stronger opponent. Why 
start a fight? Would you challenge a prize fighter toa slugfest? What could 
you possibly hope to accomplish? 

Black 50 violates this commandment. Black deliberately challenges 
White to a fight. Although White is in some danger here, he is not without 
resources. White starts by probing Black’s corner with 51. 

The Seventh Commandment states that one must strive to discover the 
true nature of the position. This is by far the hardest one to adhere to, both 
for beginners and strong players alike. One must calm one’s emotions and 
patiently examine any number of questions that relate to the position. With 
Black 52 to 62, White is left with a single eye. That should be the end of the 
matter, shouldn’t it? 

Moves 63 to 79 show what happens when you get into a fight with a 
stronger player . .. twisting contortions and desperate cuts. With White 79, 
Black’s corner is cut off from the'rest of his group. 


THE AMERICAN GO JOURNAL 29 VOLUME 27:2 


Black 80 to 84 are good moves. Now, worried about another cut, Black 
defended at 86. This gave me a chance to attack the corner with 87. But 
Black is still perfectly safe in this fight. 

The Eighth Command- 
ment states that one must 
learn how to read out 
variations. This may be 
restated: if, in violation of 
the Sixth Commandment, 
you do pick a fight with + 
your opponent, make sure 
that you win! Le 

Black makes an eye 
with 90 and 92, but 94 to 98 Diagram 4 
are exercises in futility. 


Paes 


7 


Cy 


a” 


Black should simply push °s 
through at 1 in diagram 4 1O 
and throw ina stone at 3. [- e ‘a 
When White captures at4, | |_| 2 

Black ataris at 5, guarantee- 

ing him two eyes for his C 


group. Just by reading out 
this variation, Black could 
have crushed his op- @ 
ponent. As it was... 

Black could still have | 
saved his group by playing CO r 
the variation in diagram 4 & 
instead of 100 or 102. But eH O © 
when White throws in the | Q Ce | 
stone at 103, it simply be- @ CU) | 
comes a race to capture. 


The Ninth Command- 
ment states that one must 
learn to count. There are many situations where one must be able to count 
in order to determine the true nature of the position. This race to capture 
is one example. 


Diagram 5 


One must also learn to count the territory on the board. Diagram 5 
shows how I perceive the board at this point in my mind’ eye. The first 
feature that draws one’s attention in this diagram is the gaping hole in the 
upper right corner. This represents at least 60 points of territory for White. 
Count another 10 points on the lower side and an additional 10 points for 
White on the upper side. This makes a total of 80 points of definite territory 
that White controls. On the other hand, Black controls no definite territory 
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at this point (although potentially, Black can expect to make perhaps 40 to 
50 points). 

The Tenth Commandment of handicap Go states that one must know 
when to resign. 

Itis clear that White is ahead by at least 30 points on the board, and Black 
has little hope of catching up. It isn’t as if he doesn’t have a reason to resign! 
But Mike played on before losing by a much larger margin. Even at that 
point, he asked to replay the game from an earlier position to “see how it 
would have ended!” This is discourteous to one’s opponent. One must 
learn to resign properly and at the proper time. 

In other games, such as chess for example, draws and stalemates are 
possible. Not often in Go. It is impossible not to lose at least some of one’s 
games; if one manages to win 75% of the time, it is a fine accomplishment. 
So losing is part and parcel of the experience of playing Go. It is no disgrace 
to do so. 

Notaccepting this reality, though, may perhaps be considered disgrace- 
ful. In any event, one should by all means accept a loss with good grace. I 
find that the words: “I resign. You played very well. Thank you for the 
game” work nicely.eo 


YUTOPIAN ENTERPRISES 


Thank you for your support! Our total sales in 1992 (our third year in 
business) are 826% (more than eight times) that of 1991. We continue to 
improve our line of products to serve you better. 

NEW: Books, Mah Jong, Chinese Chess, Go Videos, and Software 

Chinese Jade & Quartz stones—$69.95 + $6.50 Shp/Hdl (Ishi Press 
sold them for $120). This is just one example of our low prices. 

We have the biggest selection of go equipment in the world (from 
China, Japan, Korea and Taiwan): stones and bowls of various materials, 
Official Equipment of Ing Cup Tournament, electronic go clocks, full line 
of Japanese equipment at up to 20% below our competitor’s prices, go 
souvenirs, and more. 

Ask for our wholesale prices on Japanese equipment; lowest price in the 
West! 

We also offer a larger discount than our competitor. 


Money back guaranteed! 
To order: 


For Suggestions: Northern Calif. Go Division 
Southern Calif. Main Office 4964 Adagio Court 
2255 29th St. Fremont, CA 94538 
Suite #3 Tel: (510) 659-0138 Ext. 202 
Santa Monica, CA 90405 Fax: (510) 770-8913 
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MASTERPIECES OF HANDICAP GO 


White: Honinbo Jowa, Meijin 
Black: Kato Kosaburo, four-stone handicap 


Played September 14, 1831 


Commentary by Kobayashi Koichi 9-Dan 
from Kobayashi Ryu Hissho Oki Go (Yon Shi Kyoku) by Kobayashi Koichi 
and Nakayama Noriyuki. Translated by Robert McGuigan. 


This game was played the year Jowa became Meijin. Kato Kosaburo 
was a disciple of the Honinbo house and was 2-Dan at that time. The 
game is a 350-move long, hot fight. Since it is a long game, it will require 
patience to play through it. However, confronting the great Jowa, Kato 
shows wonderful fighting spirit, and it’s a game I'd really like you to 


appreciate. 


Game Record 1 


ABOVE OR BELOW?: Black 2 and 4 are a classic starting pattern. From 


the time of this game 
there are many ex- 
amples of Black’s hane 
underneath at 8. How- 
ever, I think itis painful 
for Black to have White 
settle himself with the 
moves after White 9. I 
would rather have 
played Black 8 at 11. 
White’s moves at 19 
and 21 are splendid. 

Diagram 1: For 
Black 20, Black might 
want to extend at Black 
2 in diagram 1, but it is 
really unpleasant to 
allow White the moves 
3 through 7. 


FIGHTING SPIRIT: a 
for White and 48 for 


Black are both eye-opening good points, 
but neither are particularly urgent now, 
and with 24 and 26, Black starts a terrific 
fight. The sequence 22 through 34 is 
necessary first. This kind of consistent 
thinking is important in go. Black’s cut- 
ting at 30 and extending at 32 shows 


— 


aE 


: ! 


Game Record 1 (1-66) W17,B22 take ko 


| 


Lag 


5H 


é 


Diagram 1 
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good fighting spirit. Splitting White in two and attacking on both the left 
and right sides, trying with one big effort to decide the game—this is how 
Irecommend you should play handicap Go. After White 33, Black pursues 
with 34. Of course, it looks as if Jowa is really suffering, but . . . 


NO APOLOGIES FOR BLACK: White 29 is a key stone. If Black captures 
this stone he becomes completely safe and White's position collapses. 

White 35: The only move even for Jowa Meijin. 

Black 36: Shows good fighting spirit. If I were playing Black, I have the 
feeling I would want to make this move. White lets loose with the tesuji of 
37. With the following moves through 47, White takes the corner, but 
Black’s outside influence needs no apology. When Black turns to the 
splendid point of 48, his position is favorable. Though the result for Black 
in the lower right corner may seem horrible, the moves Bb-Wc-Bd-We-Bf 
give Black a living shape, so it is really not bad for Black. 


WHITE CATCHES HIS BREATH: Against White 51, . 
Black 52 and 54 are the strongest responses. Black gets _| 
full marks for standing up to White, but Black 58 is 
weak-spirited. From Black’s viewpoint, the moves 58 — 
through 64 build support for the attack of Black 66, but 4 
White also makes some shape with 59 and 65, and Black 
loses the chance for a strong attack. Instead of 58, Black 
should attack directly with Black 1 in Diagram 2. After 
the moves through Black 7, the position is very ad- 
vantageous for Black. 


PASS OUT 


information about Go and your club will grow. You can even 
start a club from scratch with the right aids! 


The AGA has more than a dozen handouts about go, rules, 
ratings, resources and the like that you can use to promote your 
club and the game of go. For a complete list, write: 


AMERICAN GO ASSOCIATION 
PO BOX 397 OLD CHELSEA STATION 
NEW YORK, NY 10113-0397 
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Game Record 2 


BLACK HAS CON- 
FIDENCE IN Ko: 
Black 68 is a tesuji 
against White’s block- 
ade at 67. If White 
plays 69 at 70, then 
Black can connect at 69 
with good aji, leaving 
plenty of oppor- 
tunities to fight with 
White on the outside. 

With White 69 
through 73, White 
worms his way into 
the corner. Black has 
spent so many moves 
just defending this ter- 
ritory and yet White 
manages to wreck it. 
Against this, Black 
mounts the assault of 
74 through 82. Black 
has lots of ko material in the lower right corner, so maybe he can capture 
White. When Black takes the ko with 100, it looks as if White has not got 
any powerful ko threats. White seems to be in trouble, but... 


Game Record 3 


White 1 to 5: An unexpectedly severe ko threat. Black captured at 2 
according to plan but, when White glares at the Black stones on the right 
side, Black cannot feel so successful. In view of this, it would have been 
better to settle the ko with Black 96 in Game Record 2. In that case, not 
getting the momentum to settle his stones, White would be troubled. 

Black 6 and 8: An imposing attack. The Black stones on the right were 
sacrificed with the moves through White 19, but when Black 12 and 20 take 
control of the White stones above and below, Black has a clear advantage. 
What does Jowa sensei intend to do now? 


A FANTASTIC MOVE: White 21 starts a free-for-all. At first glance, it 
may seem dull-witted, but while trying to escape, White will take ad- 
vantage of bad aji in the Black stones on the upper side. It is an example of 
the deep reading typical of Jowa sensei. Black is gradually drawn into a 
free-for-all fight. The moves 22 through 35 are what is expected in this 
situation. White 37, defending against Black a and filling a Black liberty, 
was absolutely necessary. 


Game Record 2 (67-100) 
B838,W91,B94,W97,B100 take ko 
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THE VITAL POINT: Black 38 was the only move. If instead Black played 
at b, after White plays 38 Black will lose the capturing race by one move. It 
was quite something for Kato to see this 

A PROBLEMATIC BLACK MOVE: When Black throws in at 40, 
once again we have a 
big ko. The Black TL TRAD EY5) ¢ 
stones sacrificed on 31)83)-b g 
the right side for- 4 OES) 36 o1 
tunately provide a v a G5) | 233 
wealth of ko material H i eG 21 a 


for Black. Even with 
the superhuman Jowa 
as Soponcne Black Ges 

was not afraid of ko. 

However, this is a el it 85 
two-stage ko. To end VINE SNS) TASS 

it, Black has to play 58 
and then c. When 2 OS oe 
White played 57, Black Ose 3 
played 58, perhaps 
feeling that the ko was 
becoming 7 
troublesome. How- eas ie 


ever this: made: the Game Record 3 (101-177) 


iti ther dif- 
Poult. The cotect B44 takes ko @40; W47, B50, W53,B56 take ko; 


ficult. The correct 
strategy here is not to Wol, B76 takes ko left of B58 


hurry to settle the ko, but just connect at 59. When Black plays 58, White 
59 creates a lot of ko material for White. 


WHITE’S RESUSCITATION: The purpose of the ko threat of Black 62 
is not to get life with one more move, but rather, in view of the two-stage 


ko, to create more ko material. 
White 63 and 65 are shrewd moves. 
ISSUE: 
a 


Before we know it, these dead 

White stones come back to life. If 
Extended coverage of 
1993 US Go Congress 


DOU 


0; 8 49) 


| wens ees EE ret 4 1 f 


Black tries to capture White by con- 
necting at 71 with 70, after W70-Bd- 
W73-B74-We, Black’s key cutting 
stones will be captured either on 
the left or right. 

White 75: White’s concern is 
that after Bf-We-Bh-Wi-B75, Black 
can aim at White’s stones in the 
center and on the right side. White 
is also prudent. 
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Game Record 4 
THE FACE OF THE GAME CHANGES: The ko ac on the upper 


side resumes with Ti legolsene: ee 
bles osen en 


Black 78. Black is ser 
tempted to end the ko 98: OOO O00 06 Serer OF 
| @ 7 


by capturing at a, but 


3 Pam 

eee Ow 3 | PORSO TS 1s 

the upper let comer 6563 {1-1 FOG 1 OSGOUS- 
ad BER Amd seen ed 


ritorial lead becomes 
doubtful. So the ko 
fight continues. 


AN EXCHANGE: 
With the moves 
through Black 84 the 
position is trans- 
formed. 

White 87: Played 
to see how Black will 
respond. If Black 
answered at 90, the se- 
quence W94-B93-Wb Game Record 4 (178-200) 
remains, wrecking the corner. If Black answered at 91, White would play 


‘ese. 


Instant Go Subscribe to 
Starter Kit MANGASIN 


by Bruce Wilcox The magazine of Japanese 
pop culture and language 
$5 to: learning 
AGA, PO Box 397 
Old Chelsea Station 
New York, NY 10113 | | Check or money order to: 


only $30/year 


MANGAJIN 


The most fun PO Box 49543 
you can have Atlanta, GA 30359 
with your brain By phone: (Visa or Mastercard) 


(404) 634-3874 
Fax: (404) 634-1799 
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90. In any case, running away with Wc-Bd-We shows no spirit and does 
not appeal to White. Black resigns himself to capturing with Black 88 and 
the moves through Black 96 follow. In assessing the position after 200 
moves, we see that Black has somewhat of a lead. 


Game Record 5 


White 201: A natural precaution. If omitted, after Black a, all of these 
White stones might come under attack. 

Black 216: A very problematic move. If Black had played at 18 here, 
then his prospects for winning would have been confirmed. Of course, 
with 216, Black must 


have intended to cap- AS BU OPES 

ture White. fr equsbine 
SUPERHUMAN l@| ani Y@e6ede 

OOOO 

STRENGTH: White [Qg®~ | OOS BOes 

217 is an incredible a ae ley? Gor 

move, it is not going to ou 4 eine @ orto. 

work out the way ry | 60 600108 

Black thought; and aa O20 + Teo 

gradually even the ood 

lower left corner 

begins to look strange. 

Perhaps we can see 

into Kato Kosaburo’s 


heart when he was 


inking abou ac he ear 
ee adhe ore, t see } 
Diagram 3: If he | i O@OO LIS, 
ERE a@as + ie Geeha a 


played Black 1 in 
diagram 3 (18 in the Game Record 5 (201-222) 
game), wouldn’t 

White 2 have been a frightening prospect? 
However, after Black 3, Black has locked up 
the lower left area and there isn’t much 
trouble above either. For example, if White 
plays 4, Black cuts with 5 and 7. If now 
White a, then Black b; if White b, then Black 
cuts at c, and one way or another three White 
stones will be captured. Given the strength 
Kato Kosaburo has demonstrated, we 
would expect him to be able to read out these 
moves. If Black had played this way, the 
superhuman Jowa would have been 
dumbstruck. However, it did not go this 
way in the game. 


Diagram 3 
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Game Record 6 


A CAPTURING RACE: Black countered White 23 with the moves 
through Black 30. Both sides are looking for life, but White 37 is the vital 
point. The sequence of 
moves to White 59 is 
long, but step by step 
White finally gets a 
capturing race. 
Diagram 4: At 38, if 
Black played 1-3 and so 
on in Diagram 4, after 
the sequence through 
15, Black can get a ko 
with 16, but itis inferior 
to the one in the game. 


INEVITABLE Ko 
FIGHT: The game 
finally hinges on the ko 
at 88. If Black has to 
make too many moves 
inside his territory or if Oe) 
eye : 65)47) @5€D63) 
White just gets a little 
isa each hen Bick Game Record 6 (223-300) 
‘ B78@marked stone;W91,B94,W97,B100 take 
ignores a ko threat, 


Black will lose the a as 
game. Since Black has the advantage in ko material, 
thorough-going resistance is the only course. Black 
is creating ko material with the moves after 60. At 
the same time, he is attacking the White stones in the 
middle right. 

White 77: White wins the capturing race by two 
moves. Logically then, this might seem an unneces- 
sary move, but a capturing race with a one-move (9@}6) 
difference can be used for ko threats. OV) 

p40 


CLOSE GAME: When Black fills in a liberty at 86 
and White saves two stones with 87, at last the big Diagram 4 
ko fight begins with 88. 
Black has local ko threats | « PROMOTE YOURSELF! 
like 92, 80 and a, so from 
the outset this is a ko 
White will not be able to 
win. The problem is to 
what extent White will be Roger White, AGA Club Coordinator 


able to get compensation. 2840 Briarwood Lane 
Solon OH 44193 
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Beautiful four color posters from New Zealand help 
you let your community know about your Go club. 


50 cents each from: 
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Game Record 7 


White 1 saves three stones in sente. Black cannot omit 8. Regarding the 
ko threat of 26, the earlier moves of 80 and 82 set this up. If White had been 
able to make solid con- 
nection here, this one 


been lost. The position 
is exceedingly close. 


A GREAT BC 

ACHIEVEMENT: @9 

The game is in its final 

stage. Because of + 

Black’s thorough resis- c 

tance, White could not 

et enough compensa- @@ 5 ¢ 

tion for the ko; White Ser Orme eee 

ff dA a adh COC Reber 

only four points. e TT eee ~S rere 
Black 50 resultsina () ? teen er 2 

Black victory by just Ces poe s 


one point!eo C) 
Game Record 7(301-350) 
B22 connects below 18; W31, B34, W37, B40 
take ko 


THE GAMES OF GO SEIGEN 


The collected games of Go Seigen are being issued in a series 
of diskettes for a subscription of 25 pounds sterling. 


Volume 1: GO SEIGEN vs. MINORU KITANI 


The full set will contain over 700 games, many with comments 
from various Chinese, Japanese and Korean sources, from games 
Go played when he first experimented with the “New Fuseki” in 
1933 and 1934 to the famous ten-game matches he played 
against Kaoru lwamoto, Utaro Hashimoto and others. Translated 
by John Fairbairn. 


Enquiries to T. Mark Hall, 47 Cedars Rd., Clapham, London SH4 
OPN (tel 071 627-0856). 


IBM format only: Goscribe format. Specify size and capacity of diskette. 


This product is not associated with Ishi Press 
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THE AGA HONOR ROLL 


INSTITUTIONAL SPONSORS ($500 and over) 


James Davies Takao Matsuda Dr. Vincent Wang 
Yokohama, JAPAN New York, NY Jacksonville, TX 
SPONSORS ($100-$499 contribution) 
Barbara Calhoun Chun-kyu Lee Haskell Small 
New York, NY Seven Hills, OH Washington, DC 
Jack Halpern David Littleboy Ron Snyder 
New York, NY Tokyo, JAPAN Westfield, NJ 
Charles Huh John D. Moses Phil Straus 
Seattle. WA Falls Church, VA Philadelphia, PA 
Joseph Isenbergh James R. Myers Masao Takabe 
Chicago, IL Pittsburgh, PA New York, NY 
Bradley Jones Jonathan Nagy Joseph Wang 
Clinton, MA Metuchen, NJ Jacksonville, TX 
Michael Kaiosh Harry O’Sullivan Peter Walton 
Seattle WA Red Oak, TX South Burlington, VT 
Joong Ki Kim S. S. Park Roger B. White 
Battle Creek, MI Flushing, NY Solon, OH 
Kenneth Koester Craig Robertson Peter Yam 
Centreville, VA Canoga Park, CA Chicago, IL 
Toru Kojima Paul Roush Sam Zimmerman 
Seattle, WA Los Angeles, CA Lancaster, PA 
Joel Sanet 
Miami, FL 
SUSTAINERS ($50-$99 contribution) 
Terence G. Benson Takechi Harumi Peter Norman 
New York, NY Hyogo, JAPAN Cambridge, MA 
Allen Blue Thomas Hsiang Evans Palmour 
North Carolina Pittsford, NY Gainesville,GA 
Doug Cable Steven Jamar Kyoshi Takagawa 
Portland, OR Columbia, MD Duarte, CA 
Dr. Soon Pil Chang Timothy Jeans Ulo Tamm 
Powell, OH Vallejo, CA Broomfield, CO 
Edward R. Downes Kuan Chu Kuo John J. Thek 
Hoboken, NJ Demarest, NJ APO AP 
David Hartman Bruce Meadows Andrew Whitehouse 
Highland Park, IL Helena, MT Broomall, PA 
Roger Mills 
Louisville, KY 
a a 
: LIFE MEMBERS 
James Kerwin David Matson Dr. Vincent Wang 
Minneapolis, MN New Orleans. LA Jacksonville, TX 
Dr. Gerard Poche Clay Smith Dave Weimer 
Fort Worth, TX Austin, TX Rochester, NY 
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Get Stoned with NEMESIS V5 


Own an ealier version? call for discount upgrade pricing! 


* Play Go by modem with friends or Pros using the 
new Standard Go Modem Protocol 

* Read Standard Text games like Go World on Disk 
* Make high resolution diagrams with EPS output 

* Learn better play with annotated games at all levels 
using Instant Go 

* Complete on-line documentation includes walk- 
thru tutorials on how to use NEMESIS 

* See aspects of the game using our Visual training 
modes: - territory &influence - groups, sector 
lines, safety status - killable stones - 10 hints at 
once -score  - liberties - pattern responses 

* Easy-to-use pull-down menu & mouse interface 
with icons for common selections 


Control: one of NEMESIS’ visual * Play out variant lines against NEMESIS 
* Even the pros have a tough battle on 9x9 playing 


EAPO, aids showing each players even, using STEALTH mode. You don't see 

territory & influence. NEMESIS' moves unless you stumble across them or 

Available on: Macintosh or aah by them! ; ; 

IBM compatibles: Su 7 Shift click on a stone or empty intersection to go 

PI ackward/forward to that turn. 

system 7 & color, Windows . Deluxe has extensive recording features: enter a 

3.0+ & PC Dos 5.0 game in any order, pick up and drag stones to new 
interections, insert an earlier sequence of stones in its 
proper order, add comments, continuations & more. 


"Test Your GO Strength" on disk 


50 whole-board problems includes the book by Ishi Press and on-line version with 
Zhu Jiu Jiang's alternative moves & Wilcox's Instant Go approach to explain both 
pros. As often as not Zhu Jiu (who has beaten some of the legends of this century) 
found a better move than the book! Some 
would surprise a 6-Dan! 


"NEMESIS News" 


Monthly computerized magazine with tips on 
using NEMESIS, Instant Go commented 
games and theory - Volume 1 now available. 


Toyogo, Inc. P. O. Box 1088-A, West Dover, VT 05356 


(808) 348-9380 (800) TOYOGO-9 fax: (802) 348-7887 
Go books - available at a discount...call for abrochure & orderform 
$69 Go Master $15 Instant Go Volume 1 $11 Get Stoned T-Shirts 
$79 Toolkit (Joseki Genius, Tactical Wizard, Scribbler) 
$395 Igo Dojo (includes a gave save cartridge & Adapter) 
$20 NEMESIS News volume 1 includes US shipping 
Shipping $4.00 minimum + .50 for each additional item / Foreign extra 


All About Life & Death 


The most complete work on fsume 
go ever published in English 
New from Ishi Press! 


Here is a new, 2 volume translation of one of the most important 
works in a critical subject area. In All About Life & Death, the 
author, Cho Chikun, starts with patterns on the second line. He 
will lead you through all of the important patterns that occur in 
play. Each situation is shown as a problem. The correct solution 
and generally two incorrect solutions appear in separate diagrams. 
Where there are complications, such as when an incorrect line 
might lead to a ko, a more extensive discussion is given. 


Books for beginners through dan-level players! 
Use this as a text to study life and death in detail. Use it as a 
problem book to sharpen your reading skill. Use it as an 
encyclopedic reference to find out how you should have played in 
your last game. Because of the vast range of material included, 
beginners will profit from the book, while experts will still find a 
challenge. 


Publication date: June 1993. Price $14.95 per volume (plus 
$3.50 UPS s/h within the continental U.S. California residents 
please add 8.25% sales tax.) 


ISHI PRESS 


INTERNATIONAL 
76 Bonaventura Dr., San Jose, CA 95134eTel:(408) 944-9900 eFAX:(408) 944-9110 


